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Abstract: 
The works of William Shakespeare have captivated an audience of countless millions since he 
first put ink to paper. Innumerable directors, dramatists, performers and designers have taken 
on the challenge of bringing his stories to life. I feel honored to have joined the ranks of those 
artistic visionaries with my scenic design for Ball State University's Spring 2018 Production of 
Pericles: Prince of Tyre. The plays of William Shakespeare are incredibly human. That is to say, 
they are full of universal experiences, things that touch the core of our being and that we can all 
relate to in some way. It is for that reason these works have stood the test of time. The 
timelessness of these works allows for a fantastic amount of conceptual interpretation. Our 
production of Pericles was about the motion of life, loss and reunion, and the idea that the 
destination of life is the journey through it. The show was conceptually grounded in the idea that 
the actors were like children playing a game of make-believe. 
The set was designed to be an imaginative space for play. Because of the large amount of 
travel in the show, the set needed to be as versatile as possible. It found its shape in actor 
manipulated fabric and ropes that were reminiscent of both nautical motifs and children building 
sheet forts. 
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Process Analysis Statement
As with any design process here at Ball State, the production team for Pericles: Prince
of Tyre began with a director's concept meeting. Here our director, Karen Kessler, gave us 
here thoughts on the show's theme and the message she wanted to covey to the audience 
through the performance. Karen wanted us to consider that the play is about loss and second 
chances, the love of one's family, and a universal journey through life. She also wanted the 
story to be self-aware, in that the audience should recognize the actors as such, not just as 
characters. It would be as if the acting company were children playing a game of make believe, 
and that the gestural costumes they donned were the characters themselves. The first period 
of research and rough design stemmed from that meeting, and was the framework on which 
my design was built. 
The largest challenge I faced in the early design process was creating a unified 
mechanism that was versatile enough to become all of the major world locations - Antioch, 
Tyre, Tarsus, a ship at sea, Pentapolis, Mytilene, Cerimon's Home, and Diana's Temple. We 
wanted to focus on the motion of life through the show, so scene shifts had to be flowing and 
appear fairly simple to keep focus on the story, and not on the scenery. As a result, I took a 
semi-minimalistic approach to the show and limited each location to one major gesture. The 
early research period let me establish what each location was meant to feel like both to the 
audience and our characters. I made a list of adjectives to describe each place, then tried to 
marry that feeling with an architectural gesture befitting the physicality of each location. For 
example, In Antioch, there is a secret withheld and a riddle to solve. The answer hides in plain 
sight, and Pericles uncovers the mystery. Antioch is the palace of a king, so a grand gesture 
was needed. I decided that it might be fitting to have a large sheer curtain, or many that would 
veil the space and obscure the room like a physical manifestation of the secret, only to be 
pulled away to reveal the unadorned truth. 
In the preliminary design phase, we solidified our decision to build the scenery from 
large panels of actor manipulated fabric and hempen rope. The panels and curtains would be 
hung from the grid at approximately 1 7' in the air on 50' long traveler tracks that bisected the 
playing space diagonally. In addition to ease of transition, the panels allowed us versatility in 
shaping the various environments. It was during this stage of the design when I began drafting 
the space with the computer assisted drafting program Vectorworks. The drafting file allowed 
me not only to begin making technical drawings for the build process, but it also allowed me 
to generate 30 imagery of the set that I then used to create full color renderings of each of the 
major scenic locations. These renderings were instrumental in displaying my ideas to my 
director and other members of the design team. It allowed us to have in depth discussion on 
the inner workings of the design and how the scenery would move and progress through the 
show. It was also during this period that I built a white model of the set in 14" = 1 '0" scale. This 
also seNed as a visual aid and allowed the director a scalar physical representation of the 
to work with and further incorporate the scenery into actor's blocking. 
As we moved into final designs, further revisions were made on individual scenes and I 
worked with the rest of the production team to establish viable locations for onstage storage 
of props and costumes that the actors would be using throughout the performance. Drafting 
was refined to reflect changes and was given to my technical director so that the build 
process could begin. 
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I feel as though my work, in concert with that of the other designers, rose to meet the 
challenges of this play and brought to life the vision our director had for this production. The 
production relied on the acting company to execute the scene shifts as their characters. The 
results were often hilarious, but sometimes starkly beautiful. The scene shifts provided a bit 
further insight into the secondary characters, and commonly provided opportunity for physical 
comedy. Those bits of action between dialogues helped to remind the audience that the 
show was of an intentionally presentational nature. 
Over the course of this process, I feel like I have grown immensely as a collaborator, 
designer, and a technician. Because of minimalistic qualities of the set, so much of what it 
conveyed was reliant on the other designs. And that statement is true of any show- the 
design areas always inform one another and combine to create a mood for the overall 
production. With Pericles, however, it felt that the design elements were more closely married 
than any other production I've worked on at Ball State. They needed to be in order to tell the 
story clearly and effectively. I worked closely with the lighting designer, Mickie Marie, to shape 
the fabric panels and give him plenty surfaces on which to experiment with. 
I've grown more comfortable with taking risks as a designer. Until we built the fabric 
panels and got everything in place, we were honestly unsure of how well they would move 
along the tracks, given their elasticity and minimal weight. In addition, we weren't sure whether 
they would have the translucent quality we wanted to be too opaque. There were a great 
many factors about the curtains that we couldn't fully understand until they were in the space 
to work with. Given that the curtains were the predominant scenic element, that choice felt like 
a large risk to take should they not work at all. There were, of course, a few challenges. One 
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such obstacle was that the carriers which held the curtains on their tracks made far more 
noise than anticipated. The technical director and I worked out a noise dampening solution 
and applied them to each carrier. Another challenge we found was that over the course of 
technical and dress rehearsals, the curtains stretched under their own weight, causing them 
to drag on the stage floor. They were routinely trimmed to prevent any associated tripping 
hazard. 
As a technician, this production gave me the opportunity to work with equipment I had 
never encountered before, and taught me skills I would not otherwise have. Because of the 
large and customized nature of our sheer curtains, we had to order the fabric in bulk and 
create our own soft goods from scratch. It was tasked with creating 6 panel curtains 
measuring 4.5' wide by 17' tall in addition to a curtain, slit at center to create a doorway, 
measuring 36' wide that was also 17' tall. This project prompted me to use an industrial 
sewing machine to sew and hem them, as well as hand grommet their webbing to provide 
attachment points for the carriers. 
Pericles: Prince of Tyre was a fantastic opportunity for me to grow and learn with a 
team of accomplished students and faculty. I am thankful for the challenges this project 
presented me with and even more so for the collaborators who helped me to find truly 
creative and elegant solutions at every turn. 
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PREFACE: 
• The Slideshow that follows is a visual record of my journey through the 
design process. It is presented in three stages, encompassing a period 
of research and rough design, revision into a preliminary design, and 
further refinement into a final design. 
• Director's Concept: Our production of Pericles was about the motion of 
life, loss and reunion, and the idea that the destination of life is the 
journey through it. The show was conceptually grounded in the idea 
that the actors were like children playing a game of make-believe. 
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• Pin Rail/ Costume Rack 
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* The following ground plan for the Final Design 
phase was generated from a 30 drafting 
packet- the final version of which will be 
included in the "Final Product" portion of the 
Capstone. The following renderings were 
based on photos of a %" = I '0" scale model I 
created as a visual aid for the directing and 
production team. 
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